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LINKS AWAKENING DX. 


1993 & 1998 Developer Questionnaire 


E What they did MM A recent dream W What they liked about DX E A message 


Takashi Tezuka 
Cl = Scorpio _ D 


® 1993 - Director 
1999 - Supervisor (He was busy with the N64 
Zelda and didn't do much.) 

E I met a dog as big as an elephant and we be- 
came friends. And he could talk!! And his fur 
was short but warm, and so wonderfully light. 

E A little Link moving around on the Game Boy 
screen. Just putting that into colour made me 
even happier. I like little things like that. 

E Right after I finished development on the SNES 
Zelda, I started planning to make something 


oshinori Tsuchiyama 


"September 22nd, 1967 |) 


E 1998 - Director, Graphics, Script Design 

E I dreamt I was sleeping, thinking I had to 
wake up. My hair was growing longer, and 
my dream was penetrated by the thought 
"How much longer am I gonna sleep for!" 

E The shopkeeper's beam. 

E e The part I had trouble with during devel- 
opment was working on the overseas ver- 
sions. I can't understand English, French, 
or German (I can't speak them), so it was 
difficult for me. 
¢ The program still has some traces of Ta- 
rin popping out of a treasure chest. I was 
thinking about reviving the idea for the 
DX version, but didn't do it in the end. 
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more relaxed (read: not epic) and that ended 
up being a fresh new environment and story 
on the Game Boy. 

The staff at the time were new to making 
GB titles and we didn't have the right tools 
in the room we were working in, so we bor- 
rowed an old machine from another station. 
The team was really compact, even with the 
addition of support staff. 

It's a game filled with fun memories; our 
desire to make something awesome for the 
GB with the bit of silliness we felt it was 
alright to put into a spin-off. Even assessing 
the game within the company 5 years later, 
it was a success. I'm pretty happy. Thank 
you to the staff who put it into colour. 


Nobuo Matsumiya 
€ 23, Virgo D 
©  August28th, 1975 


™ 1998 - Script Design (Message Addition & 
Modification) 

E I don’t dream these days. I fall asleep and 
it’s morning before I know it. 

E» Bow-Wow. If I could, I'd have him fol- 
low you forever. 

e The date with Marin. If I could, I'd have 
her follow you forever. 

We were adding hints for the remake, but I 
didn't think that job would fall to me. 
When I tried my hand at it, it was a lot of 
fun. I tried to become the character in or- 
der to write their dialogue. My favorite is 
the Genie saying "I can't move". I like 
kind of stupid dialogue like that. 
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pn | Developer Questionnaire | Questionnaire 


e Aim for a flawless clear! (You might get a 
slightly different ending...) 


| eatin iD 
£ September 27th, 1967 |) 


E 1998 - Main System, Background 


E This isn't a recent dream, but when I was | Shigehiro Kasamatsu 
| making this game I had a dream I joined ae d 33, Aries p 


the company and met the director 
(Tsuchiyama). 
E ¢ The cute, bubble-headed characters. E 1998 - Pocket Printer 
¢ The Camera Shop. E Nothing. 
™ «Thad trouble trying to squeeze the colour E The Bow-Wow inside the printer. 
parts into the old GameBoy Zelda. E Saving on memory for the colour was hard. 


rte EEF E 1998 - Graphic Design 
Mikio Mishima E I dreamt I frolicked with a puppy in a field. 
E 32, Aquarius Š E The places with a sense of rhythm. 


February 3rd, 1967 E Go and create some bittersweet memories 
on Koholint Island. 


E 1998 - Objects, Everything to Do With the 
New Dungeons, Entire Demo 
© 28, Taurus D E I dreamt I was zooming around in a car. 


q May 2nd, 1967 T E The diverse player action. 
E Enjoy it so much you play in your dreams. 


. very sorry. I'm grateful to Mr. Arimoto, Mr. 
F Kyoko Kuai Mishima, and Mr. Tsuchiyama (in alphabe- 
A 26, Capricorn Ë tical order). Please help me out again! 


A January 1st,1970 _ P 


E 1998 - Colouring the Dungeons, Camera 
Shop Demo, Camera Shop Photos 

E Pikachu appeared in my dream saying 
“Well met.” (He’s showing his age here.) : EMS one 

E Making stickers with the printer! The pret- ae 


ty, colourful ending! Angry Bow-Wow! : 
E I caused everyone a lot of trouble. I'm M Dep R i a cha odie krsi RA enp 
> E ° The colours compared to the 1993 version. 
(It's 10x more fun!) 
E 1998 - Colour Dungeon BGM, Camera Shop ¢ Being able to walk Bow-Wow. 
Shutter Sound, Other Minute Sound Adjust- ¢ The almost transparent sorrow. (?) 
ments E It might be tough, but try not to give up!! 
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you understand it, you can get to the boss 
after navigating only half the dungeon by 
solving the puzzles in each area and gradu- 
ally opening shortcuts. 

Not that we carelessly created rooms you'd 
never need to visit, but rather we divided 
some of the dungeon into rooms where only 


| 34, Sagittarius $ 
g December 10th, 1964 iB 


E 1993 - Main Dungeon Organization (Routes, 
Enemy Arrangement, Terrain Creation, Etc.) 

E I don't dream. I sleep soundly (though I don't the people who wanted to go would go. 
sleep very well). There was some opposition to this. 

EŒ The places where the controls don't cause stress. (Currently) This time around, I truly under- 
Strong diagonal jumps with the push of a but- stand the importance of omission and its ef- 
ton, curved corners you can round smoothly, fects. You also get a sense of Zelda's scope 
shooting bomb arrows right where you aim, etc. and depth where the framework shows. 
Also, the shape of the dungeons. Because of the (Minutes Later) I'd completely forget which 
powerful symbols fleshed out in the characters, dungeon we were working on and what 


this sort of thing becomes important. shape it was supposed to be, so I'd call Mr. 
E (Back Then) There are dungeons where, once 


Kensuke Tanabe 
© 36, Aquarius 
čj January 26th, 1963 = 


® 1993 - Story Planning (He'd had the idea 
of an egg sitting on top a mountain in the 
middle of of an island since ALttP), Char- 
acter Dialogue (Nearly Everything But the 
Owl and Wind Fish) 

E I dreamt I was fighting a large, evil orga- 
nization. Pretty much like Kamen Rider. 

E It would have to be taking pictures, I sup- 
pose. If you mean something within the 
game, the fish pond or the game center... 

© When I started I was given a list of re- 
quirements by the director, Mr. Tezuka, 
such as no Triforce, no Princess Zelda, no 
Hyrule, and a closed field. I recall having 
a lot of trouble with storyline consistency 
in ALttP, and this meant I could leave out 
the stuff that got bottlenecked. Mr. Tezuka 
requested a world full of strange characters 
like in Twin Peaks, which was a popular 
show back then. I then wrote a script that 
fit my vision of an egg hatching on a moun- 
taintop ending the world with Koizumi's 
"Your dream? Or someone else's dream?” 
Koizumi worked on the main thread of the 
story and I did the odd characters. 
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Tezuka and ask him, confessing that I forgot. 


30, Taurus D 
April 29th, 1968 > 


E 1993 - Script Design (Scenario) 

E I often dream about going to school. I'm in 
a hurry and don't understand the class. 

E The brightly-coloured scenery of Koholint. 

E Marin and Tarin, who appear in Link's A- 
wakening, also make an appearance in the 
N64's Ocarina of Time in a different form. 
Please give them your regards there. 


€ Kazuaki Morita 
33, Sagitarius P 
L November 27th, 1965 | 


E 1993 - Most of the Game Program 

E I'm even working in my dreams... 

E • A game system that's still relevant. 
e Graphics that are still relevant. 
¢ Sound that's still relevant. 
e A program people get when they see it. 

E The "Yeees! This is Bucketmouth!!" you 
hear when you make a call from Ulrira's 
house is a real fishing shop, and the own- 
er is actually the guy who runs the fishing 
pond in OoT. Did you know that? 


Translator’s Note: The contextless “Bucketmouth” was incorrectly romanized as “Bucket 
Mouse” in the English translation of Link’s Awakening. The line “Yeees! It’s Bucket Mouse!” 
should be “Yeees! You’ve reached Bucketmouth!” The actual shop in the Neyagawa district of 
Osaka, Japan allegedly closed its doors in October, 2010. 


Developer Questionnaire 


© Secretly 28,Gemini 
© May25th,1970 > 


™ 1993 - Data Management, A Little Pro- 
gramming, This & That 
E I dreamt a strange fish was flying around. 
E The part with Zelda, even though it's short! 
™ e A Memory From Development: Develop- 
ing the game was as fun as being in an af- 
ter school club. 
e A Secret: Old Man Ururira used to be 
called Rurira. 
e Finally: See if you can find me running a 
shop in the game. Let's meet again some- 
where in Link's Awakening. 


Kazumi Totaka 
FG 3, Virgo SWB 
pe "August 23rd, 1967 ` 
E 1993 - Sound Program & Sound Effects 
E It's been awhile, but I dreamt I was running 
and running and couldn't gain any ground. 
E The deluxe parts. 
E I know a few secrets, but I won’t tell you. 


Kozue Ishikawa 


€ 29, Taurus ih 
May 7th,1969 P 


E 1993 - BGM Composition 

E Lately I've been sleeping so soundly I don’t 
remember my dreams, so I don’t have one! 

E The places where looking at the screen is that 


Shigeru Miyamoto 

& 46,Scorpio § 

© November 16th, 1952 |7 
E 1993 - Producer 


1998 - Producer 
E I dreamt I found huge bug in Zelda, one that 


Masanao Arimoto 


G32, Scorpio _ P 
© October 27th, 1966 


E 1993 - I drew the pictures in the game. 
(The opening and ending were by another 
person.) 

1998 - Game Pictures, Around 10 Sprites 

E The colour. 

E The game where time flows and vanishes 
like a dream has been revived in colour!! 
Not to mention new dungeons and new 
events have been added... I think it's great. 

E I didn't do any work on the DX version, 
but I appreciate you adding me to your 
list. Good work to all the staff. 


Minako Hamano 
d 29,Cancr » 
© ‘June 28th, 1969 
E 1993 - BGM Work 
E I think I'm past the age for dreaming... 
E ...I'll do it now! (Sorry...) 


E I get the feeling that the Wind Fish isn't 
playing a normal ocarina. 


much more fun due to the colour. 

E Writing my age, I realized that it's been 5 
years now since I started with Zelda and that 
we've grown older together. I was 24 then... 
so young!! I didn't participate much in DX’s 
development, but I think that Mr. Ozaki 
went to a lot of trouble with the sound, so I 
want the players to listen carefully to the 
music while enjoying the game. 


stopped you from progressing in the game. 
E Walking Bow-Wow. I wanna make that too. 
E I‘m producer since I did the SNES version, 
which this game used as a base, but I didn’t 
write a single thing for this title. I was able 
to enjoy being a tester. Lucky me! Thank 
you to the people who made DX for tackling 
the job with such enthusiasm. Good work. 


